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AMENDMENTS TO THE CLAIMS: 

This listing of claims will replace all prior versions, and listings, of claims in the 
application: 

1 . (Currently amended) A game system in which two virtual g ame spaces, which arc 
ea^^-delmed as a p r edetermined portion of a virtua l space comprising a three-dimensional first 
game space and a two-dimensional second game space wherein the second game space 
corresponds to a predetermined two-dimensional plane within the first g ame space, and wherein 
the two virtual game spaces are separately displayed respectively on two displays which are-a 
first display device and a second display device, the game system comprising: 

first display control programmed logic circuitry that causes an object, contained in a first 
game space represented by a three-dimensional coordinate system, to be displayed on the first 
display; 

second display control programmed logic circuitry that causes an object, contained in a 
second game space represented by a two-dimensional coordinate system, to be displayed on the 
second display; and 

coordinate converting programmed logic circuitry which performs a coordinate 
conversion computing process^ in which three-dimensional coordinates indica t ing a curr e nt 
location of the corresponding to a location of an object in the first game space are 
m at hem a t i c a I lyj)n \j ec ted en- onto a two-dimensional plane within the first game space that 
convspondAcorrespond ing to the second game space^Hse -a - sto c onvert th e coordinates in th e fir s t 



coordinates i 



<r so as to determi ne 
g- that are indicative of a location ef- where a shadow of the object would 
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occur on the two-dimensional plane when produced by a light positioned at a predetermined 
location within the first game space , wherein 

the second display control programmed logic circuitry further displays aa- on the second 
display a relatedjrrragerefe ated so a s to corr e spond which corresponds to the object w hi ch is 
pr es e nt in the first game space and whos e c oo r dinates-have b een p ro jected in th e location 
i ndicated by the - ee ordinates- ealculated by the coordinate conver s i o n process, as a rel at ed - imag e 
of the object which, is located at the determined coordinates in the second game space . 

2. (Previously presented) The game system according to claim 1, wherein the first 
display control programmed logic circuitry causes only the first game space to be displayed on 
the first display, and 

the second display control programmed logic circuitry causes only the second game space 
to be displayed on the second display. 

3. (Previously presented) The game system according to claim 1, wherein 
the object is a player character controllable by a player. 

4. (Original) The game system according to claim 1, wherein the object is a moving 

object. 

5. (Previously presented) The game system according to claim 1, further comprising: 
condition judging programmed logic circuitry configured to determine whether 

predetermined conditions are satisfied; and 
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character moving programmed logic circuitry configured to move a player character 
between the first game space and the second game space when said condition judging 
programmed logic circuitry determines that the predetermined conditions are satisfied; 

character location determining programmed logic circuitry configured to determine in 
which one of said first game space and said second game the player character is located; and 
wherein 

when the character location determining programmed logic circuitry determines that the 
player character is located in the first game space, the first display control programmed logic 
circuitry causes the player character to be displayed on the first display, and 

when the character location determining programmed logic circuitry determines that the 
player character is located in the second game space, the second display control programmed 
logic circuitry causes the player character to be displayed on the second display. 

6. (Previously presented) The game system according to claim 1, wherein 
the second display control programmed logic circuitry causes a related image 

representing a shadow of an object located in the first game space to be displayed on the second 
display. 

7. (Previously presented) The game system according to claim 1, wherein 

the first display control programmed logic circuitry includes a first storage section for 
storing data used for displaying the first game space, 

the second display control programmed logic circuitry includes a second storage section 
for storing data used for displaying the second game space, 
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the first storage section stores object data for displaying an object located in the first 
game space but not located in the second game space, 

the second storage section stores related image display data for displaying a related image 
representing a shadow of the object located in the first game space but not located in the second 
game space, and 

based on the related image display data, the second display control programmed logic 
circuitry causes said related image representing a shadow to be displayed on the second display. 

Claims 8-11 (Canceled) 

12. (Previously presented) The game system according to claim 1, wherein 

the second display control programmed logic circuitry changes a size of the related image 
in accordance with a virtual relative positional relationship between the object located in the first 
game space and the second game space. 

13. (Previously presented) The game system according to claim 1, further comprising: 
a first game machine for generating image data representing the first game space and 

outputting the image data to the first display: and 

a second game machine for generating image data representing the second game space 
and outputting the image data to the second display. 

14. (Previously presented) The game system according to claim 13, wherein 
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the second game machine obtains a position in the first game space of the object located 
in the first game space from the first game machine and, based on the obtained position, causes 
the related image to be displayed on the second display. 

15. (Previously presented) The game system according to claim 13, wherein 

the second game machine includes predicting programmed logic circuitry configured to 
predict a position in the first game space of the object located in the first game space and, based 
on the predicted position, causes the related image to be displayed on the second display. 

16. (Previously presented) The game system according to claim 15, wherein 

the second game machine stores a motion pattern of the object located in the first game 
space, and 

based on the motion pattern, the predicting programmed logic circuitry predicts a position 
in the first game space of the object, 

17. (Previously presented) The game system according to claim 13, wherein 

the second game machine stores in advance a position of a fixed object fixedly located in 
the first game space and, based on the position, causes the related image of the fixed object to be 
displayed. 

18. (Previously presented) The game system according to claim 13, wherein 

the second game machine is a portable game machine including the second display. 
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Claim 19 (Canceled) 



20, (Currently amended) A method for use with a game system for separately displaying 
two virtual game spaces, which are-ea c h defined as a predetermined portion ofa virtual space, 
res pectively consisting of a three-dimensional game space and a two-dimensional game space 
wh erein the two-dim ensional game sp ace corresponds to a predetermined plane within the three- 
dimensiona l game space, the game spaces being respectively displayed on a first display device 
and a second display device, comprising: 

displaying an object contained h vwithin a first game space represented by a three- 
dimensional coordinate system,- to 4)e-dis played on the first display; 

displaying an object contained in -within a second game space represented by a two- 
dimensional coordinate-system- ; system on the second display; and 

performing a coordinate e^nversten- process, computing process in which coordinates 
indic ating a curre nt- corresponding to a location of the object in the first game space are 
mathematically p rojected en-onto a plane e^fr^eiAg- within the first game space that 
corresponds to the second game space, so as to convert th e- determine coordinates in the first 

game space to-coo rdinate s in- that are in dicative o f a location where a shadow of the object would 

occur on the tw o-dimensional, plane corresponding to the second game space; and , there b y 
calculating coordinates indicating a location of a shadow of the obj e ct,- wherein 

dis playing a related image of- which co rres ponds to the object im age is creat e d so as to 

correspon d- to- the obj ect - w h i eh-is-pre sent in the first game space and whose coordinates ha ve 

htfen-projected in the locati o n indicated by the coordinates calculated by th e coordinate 
conver s ion proces s which is located at t he determined coordinates in the second game space , 
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21. (Previously presented) The method according to claim 20, wherein 
only the first game space is displayed on the first display, and 

only the second game space is displayed on the second display. 

22. (Previously presented) The method according to claim 20, wherein the object is a 
player character controllable by a player. 

23. (Previously presented) The method according to claim 20, wherein the object is a 
moving object. 

24. (Previously presented) The method according to claim 20, further comprising: 
judging whether predetermined conditions are satisfied; 

determining whether the player character is located in the first game space or the second 
game space; 

moving, when the predetermined conditions are satisfied, a player character between the 
first game space and the second game space; 

displaying, when the player character is located in the first game space, the player 
character on the first display; and 

displaying, when the player character is located in the second game space, the player 
character on the second display. 

25. (Previously presented) The method according to claim 20, further comprising: 
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displaying said related image of the object located in the first game space but not located 
in the second game space on the second display. 

26. (Previously presented) The method according to claim 20, further comprising: 
storing data used for displaying the first game space in a first storage section, the first 

storage section storing object data for displaying an object located in the first game space but not 

located in the second game space; 

storing data used for displaying the second game space in a second storage section, the 

second storage section storing related image display data for displaying said related image 

representing a shadow of the object located in the first game space but not located in the second 

game space; and 

displaying, based on the related image display data, said related image of the object 
located in the first game space but not located in the second game space on the second display. 

Claims 27-30 (Canceled) 

31. (Previously presented) The method according to claim 20, further comprising: 
changing a size of the related image in accordance with a virtual relative positional 

relationship between the object located in the first game space and the second game space. 

32. (Previously presented) The method according to claim 20, further comprising: 
providing a first game machine for generating image data representing the first game 

space and outputting the image data to the first display; and 
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providing a second game machine for generating image data representing the second 
game space and outputting the image data to the second display. 

33. (Previously presented) The method according to claim 32, further comprising: 
obtaining a position in the first game space of the object located in the first game space 

from the first game machine by the second game machine; and 

displaying, based on the obtained position, the related image on the second display using 
the second game machine. 

34. (Previously presented) The method according to claim 32, further comprising: 
predicting a position in the first game space of the object located in the first game space 

using the second game machine; and 

displaying, based on the predicted position, the related image on the second display using 
the second game machine. 

35. (Previously presented) The method according to claim 34, further comprising: 
storing a motion pattern of the object located in the first game space in a memory location 

of the second game machine, and 

predicting, based on the motion pattern, a position in the first game space of the object. 

36. (Previously presented) The method according to claim 32, further comprising: 
storing in advance a position of a fixed object fixedly located in the first game space in a 

memory location of the second game machine; and 
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displaying, based on the position, the related image of the fixed object. 

37. (Previously presented) The method according to claim 32, wherein the second game 
machine is a portable game machine including the second display. 

Claims 38-45 (Canceled) 

46. (Currently amended) A yjdeogame system in wh i ch two game spaces, which ar c 
each defined a s a - pr e determin ed -portion-e - f a virtual spaee diaving at least two display devices on 
whi ch a virtual three-dimensional first game space and a virtual two dimensional second game 
space are separately displayed respectively on two-displays which «e-a first display device and a 
second display device, the game system comprising: 

first display control programmed logic circuitry tha t causes an - configured to display on 
the first display a virtual game obiect.--eentained in-a present within the first game space at a 
location represented by a three-dimensional coordinate-syst em , to b e displayed on t h e fir st 
display; and 

second display control programmed logic circuitry tha t caus es-aa- configured to display 
on the second dis play a virt ual game object , contained 4n~a present within the second game space 
at a location represented by a two-dimensional coordinate system, to be displayed on the second 
display, wherein the two-dimension al game sp ace corresponds to a predetermined plane within 
the three-dimensional game space and the first display control programmed logic circuitry 
further includes: 
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programmed logic circuitry whlch- provisionally p lacc s tho-ebject prese nt in the 
seeeftd-ga mespaeeHn the first game ' Space at a location e n-a plane corresponding to the second 
ga» e space, the location corrcspondi ng- confieured to create a related object image at a location 
within the first g ame space t hat corresponds to a current location of the object present in the 
second game space; and 

programmed logic circuitry whkM H^ecordaft 6€M^4th- configured to display on 
the first display device, from a perspective of a camera capturing the provisionally plac ed-object 
from the plane's s ide -and- in accordance with-a underside and which a light source illuminating 
the provision a lly pla ced-object from the plane' s-s&er& splays, on the first dis play underside , a 
shadow of the pre visionally -ptaeed-object wMeh-that is cast due to the light source upon an m 
anethcr-object located in the first game space. 

47. (Previously presented) The game system according to claim 46, wherein the first 
display control programmed logic circuitry causes only the first game space to be displayed on 
the first display, and 

the second display control programmed logic circuitry causes only the second game space 
to be displayed on the second display. 

48. (Previously presented) The game system according to claim 46, further comprising: 
condition judging programmed logic circuitry to determine whether predetermined 

conditions are satisfied; and 
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character moving programmed logic circuitry to move a player character between the first 
game space and the second game space when said condition judging programmed logic circuitry 
determines that the predetermined conditions are satisfied; 

character location determining programmed logic circuitry to determine in which one of 
said first game space and said second game space the player character is located; and wherein 

when the character location determining programmed logic circuitry determines that the 
player character is located in the first game space, the first display control programmed logic 
circuitry causes the player character to be displayed on the first display, and 

when the character location determining programmed logic circuitry determines that the 
player character is located in the second game space, the second display control programmed 
logic circuitry causes the player character to be displayed on the second display. 

49. (Currently amended) A video game system in whi c h t wo game s p aces, which ar c 
e ach defm e^-a&^FedeteHHifled-peftie n of a virtual spac e. having at least two display devices on 
which a virtual three-dimensi onal first game space and a virtu al two dimensional second game 
space are separately displayed respectively on tw o display s- which are-a first display device and a 
second display device , the game system comprising: 

first display control programmed logic circuitry that caus es-aa- configured to display on 
th e first display a virtual game object yoontain e d i n a present within the first game space at a 
location represented by a three-dimensional coordinate syst e m , to be displayed en the first 
display ; and 

second display control programmed logic circuitry th at causes an - configured to display 
on the second display a virtual game object7-€ei^med4n-a present within the second game space 
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at a location represented by a two-dimensional coordinate system, to be displayed en-thc second 
display, wherein the two-dimensional game space corresp o nds to a predet ermined plane within 
the three-dimensional game space and the first display control programmed logic circuitry 
furt he r includes: 



a projected shadow volume pr ep a re d in advance ^ whose shape corresponds to a shape of the two- 
dim ensional object present in the second game space, m -within the first game space at a location 



corresponds to a current location of the two-dimensional object in the second game space; and 
programmed logic circuitry w hieh r in aceerd anee-with-configure d to display on 
the first display device, from a perspective of a camera capturing posi tioned to capture the 
shadow volume from the^lane^ - s ide and in accordance with the shadow- volume, display s^ee 



the firsldi-splav a side of the p lane, a shadow which is formed on the object in the first game 

space due to the projection of the shadow volume. 

50. (Previously presented) The game system according to claim 49, wherein the first 
display control programmed logic circuitry causes only the first game space to be displayed on 
the first display, and 

the second display control programmed logic circuitry causes only the second game space 
to be displayed on the second display. 

5 1 . (Previously presented) The game system according to claim 49, further comprising: 



programmed logic circuitry whieh - provisionally ph 



- configured to determine 



on a-the plane 




-that 
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condition judging programmed logic circuitry to determine whether predetermined 
conditions are satisfied; and 

character moving programmed logic circuitry to move a player character between the first 
game space and the second game space when said condition judging programmed logic circuitry 
determines that the predetermined conditions are satisfied; 

character location determining programmed logic circuitry to determine in which one of 
said first game space and said second game space the player character is located; and wherein 

when the character location determining programmed logic circuitry determines that the 
player character is located in the first game space, the first display control programmed logic 
circuitry causes the player character to be displayed on the first display, and 

when the character location determining programmed logic circuitry determines that the 
player character is located in the second game space, the second display control programmed 
logic circuitry causes the player character to be displayed on the second display. 

52. (Previously presented) A method for a game system in which two game spaces, 
which are each defined as a predetermined portion of a virtual space, are separately displayed 
respectively on a first display and a second display, comprising: 

displaying a first object, contained in a first game space represented by a three- 
dimensional coordinate system, on the first display; and 

displaying a second object, contained in a second game space represented by a two- 
dimensional coordinate system, on the second display; 

provisionally placing the second object present in the second game space into the first 
game space at a location on a plane within the first game space that corresponds to a relative 
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position of the second game space with respect to the first game space, the location on the plane 
corresponding to a current location of the second object in the second game space; and 

displaying on the first display, in accordance with a camera capturing the provisionally 
placed object from the plane's side and in accordance with a light illuminating the provisionally 
placed object from the plane's side, a shadow of the provisionally placed object which is cast on 
another object in the first game space. 

53. (Previously presented) The method of claim 52, wherein only the first game space is 
displayed on the first display, and 

only the second game space is displayed on the second display. 

54. (Previously presented) The method of claim 52, further comprising: 
determining whether predetermined game conditions are satisfied; 

moving a player character between the first game space and the second game space when 
said predetermined game conditions are satisfied; 

determining in which one of said first game space and said second game space the player 
character is located; 

displaying the player character on the first display when the player character is 
determined to be located in the first game space; and 

when the player character is determined to be located in the second game space, 
displaying the player character on the second display. 
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55. (Previously presented) A method for a game system in which two game spaces, 
which are each defined as a predetermined portion of a virtual space, are separately displayed 
respectively on a first display and a second display, the game system comprising; 

displaying a first object, contained in a first game space represented by a three- 
dimensional coordinate system, on the first display; 

displaying a second object, contained in a second game space represented by a two- 
dimensional coordinate system, on the second display; 

provisionally placing a shadow volume prepared in advance whose shape corresponds to 
a shape of the second object present in the second game space into the first game space at a 
location on a plane within the first game space that corresponds to a relative position of the 
second game space with respect to the first game space, the location on the plane corresponding 
to a current location of the second object in the second game space; and 

displaying on the first display, in accordance with a camera capturing the shadow volume 
from the plane's side and in accordance with the shadow volume, a shadow which is formed on 
the object in the first game space due to the shadow volume. 

56. (Previously presented) The method of claim 55, wherein only the first game space is 
displayed on the first display, and 

only the second game space is displayed on the second display. 

57. (Previously presented) The method according to claim 55, further comprising: 
determining whether predetermined game conditions are satisfied; 
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moving a player character between the first game space and the second game space when 
said predetermine game conditions are satisfied; 

determining in which one of said first game space and said second game space the player 
character is located; 

displaying the player character on the first display when the player character is 
determined to be located in the first game space; and 

when the player character is determined to be located in the second game space, 
displaying the player character on the second display. 
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